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WARNING: READ BEFORE USING YOUR 
PLAYSTATION® 2 COMPUTER ENTERTAINMENT SYSTEM. 


A very small percentage of individuals may experience epileptic seizures when 
exposed to certain light patterns or flashing lights. Exposure to certain patterns 
or backgrounds on a television screen or while playing video games, including 
games played on the PlayStation 2 console, may induce an epileptic seizure in 
these individuals. Certain conditions may induce previously undetected epileptic 
symptoms even in persons who have no history of prior seizures or epilepsy. If 
you, or anyone in your family, has an epileptic condition, consult your physician 
prior to playing. If you experience any of the following symptoms while playing a 
video game - dizziness, altered vision, eye or muscle twitches, loss of awareness, 
disorientation, any involuntary movement, or convulsions - IMMEDIATELY 
discontinue use and consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do not connect your PlayStation 2 console to a projection TV without first 
consulting the user manual for your projection TV, unless it is of the LCD type. 
Otherwise, it may permanently damage your TV screen. 


USE OF UNAUTHORIZED PRODUCT: 

The use of software or peripherials not authorized by Sony Computer 
Entertainment America may damage your console and/or invalidate your warranty. 
Only official or licensed peripherals should be used in the controller ports or 
memory card slots. 


HANDLING YOUR PLAYSTATION 2 DISC: 
¢ This disc is intended for use only with PlayStation 2 consoles 

with the NTSC U/C designation. 

Do not bend it, crush it or submerge it in liquids. 

Do not leave it in direct sunlight or near a radiator or other source of heat. 
Be sure to take an occasional rest break during extended play. 

Keep this compact disc clean. Always hold the disc by the edges and 

keep it in its protective case when not in use. Clean the disc with a 
lint-free, soft, dry cloth, wiping in straight lines from center to outer edge. 
Never use solvents or abrasive cleaners. 


FantaVision™ Tips and Hints 
PlayStation 2 Hint Line 

Hints for all games produced by SCEA are available: 
Within the US: 1-900-933-SONY (1-900-933-7669) 

$0.95/min. auto hints, $1.40/min. live, $6.95-$16.95 for 

tips by mail (subject to availability), $5.00 $20.00 for card recharge 
Within Canada: 1-900-451-5757 

$1.50/min. auto hints 

‘or US callers, game counselors are available 8AM-5PM PST, Monday-Friday. 
utomated is available 24 hours a day, 7 days a week. Live support for Canada not 
vailable at this time. This hint line supports games produced by Sony Computer 
ntertainment America. No hints will be given on our Consumer Service Line. 
Callers under 18 years of age, please obtain permission from a parent or guardian 
before calling. This service requires a touch-tone phone. 


Consumer Service/Technical Support: 
1-800-345-SONY (1-800-345-7669) 
Call this number for help with technical supoprt, installation or general qu 
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available Monday-Friday, 7AM-6PM PST. 


PlayStation 2 Online: www.SCEA.com me 
Our news is always hot! Visit our website and find out what's happening - new iN 
titles, new products and the latest information about the PlayStation 2 
computer entertainment system. 
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GETTING STARTED 


MEMORY CARD siot 2 
MEMORY CARD slot 1 disc tray 
RESET button 


(OPEN) button 


Set up your PlayStation®2 computer 
entertainment system according to the 
instructions in its Instruction Manual. 
Make sure the MAIN POWER switch 
(located on the back of the console) is 
turned on. Press the RESET button. 
When the power indicator lights up, 
press the open button and the disc tray 
will open. Place the FantaVision™ disc on 
the disc tray with the label side facing up. 
Press the open button again and the disc 
ay will close. Attach game controllers 
nd other peripherals, as appropriate. 
ollow on-screen instructions and refer 
to this manual for information on using 
the software. 


MEMORY CARD 


MEMORY CARD (8MB) 
(for PlayStation 2) 


To save game setting and progress, insert 
a MEMORY CARD (8MB) [for PlayStation 2) 
into MEMORY CARD slot 1 of your 
PlayStation 2 computer entertainment 
system before starting play. You can load 
your saved games from the same MEMORY 
CARD (8MB) (for PlayStation 2) or from any 
MEMORY CARD (8MB) (for PlayStation 2) 
containing previously saved FantaVision 
games. To read about how to save and load 
games, see "Saving and Loading Game Data" 
on page 9. 


The game data can be Saved/Loaded 
using the MEMORY CARD (8MB) 

(for PlayStation 2). The high score 

and various settings can also be saved. 


OPTIONS 


SOUND 


BGM VOLUME 


SOUND EFFECTS 
VOLUME 


VIBRATION 
ie SOUND 
EFFECTS DELAY 


EXIT 


In the Options Menu, various settings of 
the game can be changed. Select the item 
using the Left Analog Stick. 


Set the sound to 
STEREO or MONO 


Turn the volume of 
the music 
UP/DOWN 


Turn the volume of 
the sound effects 
UP/DOWN 


Set the DUALSHOCK 2 
analog controller 
vibration function 
ON/OFF 


Set the delay of the 
sound effects for the 
fireworks display 


Exit and return to 
the previous menu 


PAUSE MENU 


Press the START button to Pause the 
game. When the Pause Menu is 

displayed, select items using the Left 
Analog Stick and press the X button 


to confirm. 


CONTINUE 


OPTIONS 


EXIT 


Return to the game 


Review and/or 
change Game 

Settings (See page 3 
for more details) 


Return to the Main 
Menu (See page 9 
for more details) 
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L2 button 
L1 button _— 
lm 


directional 
buttons 
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A button 
left stick © button 


(L3 button when pushed down) 
SELECT button % button 
ANALOG mode switch C1 button 
START button 

right stick - 
(R3 button when pushed down) 


LED Display (Red) 


¢ The DUALSHOCK 2 analog controller is always in 
Analog mode during the game. The LED display 
should always be lit when playing FantaVision. 


~~ ¢ The game cannot be played with controllers other 
than the DUALSHOCK analog controller and the 
' DUALSHOCK 2 analog controller. 


e The ON/OFF of the vibration function can be 
4 adjusted in the Options Menu. 


LEFT ANALOG Moves the Guideline 


STICK Menu Select 
RIGHT ANALOG 

STICK N/A 

© BUTTON _ Flashes (marks) the 
[DIGITAL] captured flares 


Confirm Menu Select. 


@/@® BUTTON Releases the 


| [DIGITAL] captured flares. 
Captures flares 
_® BUTTON Detonates flares 
[DIGITAL] Cancels movement 
Confirms 
MENU Select 


Pauses game 
START BUTTON /Menu Select 
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1 SCORE 


3 CATCH 
DISPLAY 


4 CATCH 
MARK 


5 CURSOR 


6 CATCH 
CURSOR 


7 GUIDELINE 


, MAP 


9 NEXT 
DISPLAY 


GAMEPLAY ELEMENTS 


2 HIGH SCORE 


Displays current 
score 


Displays current 
high score 


Displays captured 
flares 


Captured flares 


Moving indicator 
marking current 
position 


Identifies flares that 
can be captured 


Identifies cursor path 


View of current 
position 


Displays next 
round of flares 


40 STARMINE Lists Star Items 
INDICATOR _ collected 


Displays Energy level; 
Hiss heen Game is over when 


METER 
meter reaches zero 


High Score 
Catch Display 
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Guideline 


Catch Cursor 


Combinations 


Energy Meter 


STARMINE Indicator Ni 
. eat ae 
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confirm. 


GAME START 


REPLAY 
) TUTORIAL 


OPTIONS 


SAVE/LOAD 
GAME 


r 


EXTRA 


EXIT 


MAIN MENU 


The following items can be selected in the 
Main Menu. Select items using the Left 
Analog Stick and press the X button to 


Starts the game 


Replay mode 
(See page 25 for 
more details) 


Rules of the game 
(See page 10 for 
more details) 


Game Settings 
(See page 5 for 
more details) 


Saving and Loading 
game data (See page 2 
for more details) 


Extra Menu unlocked 
through normal game 


Exit to the Title Screen 


bial © /C OD SECONGS 
Isety toug sétianl 

EX 

(ee etyot 


EXIC 
fegeitt 


© game Start the-éame 


After the Opening Movie is over, the Title 
Screen appears. Press the START button 
to advance to the Main Menu. Please read 
through the Tutorial Menu for a detailed 
walkthrough of the game. Select "Game 
Start” to begin the game. 


Basic Rules Explains the basic 
rules of the game 


Advanced Rules 1 Describes the different 
types of flares and 
explosions 


Advanced Rules 2 Describes Chain 
Reactions 


Advanced Rules 3 Describes the 
different types of © 
items and STARMINES  — 

Two-Player Versus Explains the basic ia 
rules a two-player 
versus game 


HOW TO PLAY 


The cursor is used to mark your current 
position and to identify the desired flare to 
be captured. The Guideline that extends 
from the floating Cursor indicates the 
direction of the Cursor. Using the Left 
Analog Stick, move the Guideline to the 
desired flare. The Cursor will move across 
the Guideline to the desired flare. Press 
the X button to capture the flare. The 
flares that can be captured are indicated 
by a Catch Cursor. 


Catching the Flare 


Seizing the flares with the Cursor is called 
a "catch." The Catch Cursor is displayed 
when there is a flare that can be caught 
at the tip of the Guideline. While the Catch 
Cursor is displayed, press the ‘X button to 
move the Cursor across the Guideline and 
capture the flare marked with the Catch 
Cursor. The captured flares are marked 
with a Catch Mark and the color of that 
flare is added to the Catch Display. Press 
the © button to flash the captured flares. 
(At least 3 flares of the same color must 
be captured before you can flash them into 
an explosive extravaganza). 


Catch Cursor 


After you have captured at least 3 flares 
of the same color, you may successively 
catch more flares of the same color. 
However, flares marked with the Catch 
Mark cannot be captured again. 


Match the Guideline to the flares and 
catch by pressing the X button. 


Flashing 


Detonating the flares is known as 
"flashing." Press the © button to flash 
(detonate) all of the captured flares when 
more than three flares of the same color 
are captured. Special items may appear 
when flares are flashed (detonated). (See — 
page 20 for more details). setae i 
Catch Display will be highlighted to identify | 
when flares can be flashed (detonated). 
When flares are flashed, the Play Meter 


will replenish slightly. If you catch three or 
more flares of the same color, press the 
O button to detonate all of the captured 
flares. 


Miss and Game Over 


Both launched flares as well as captured 
flares will disappear after a certain amount 
of time. If the flares disappear before they 
are detonated, it is considered a Miss. The 
Play Meter will decrease each time you 
Miss a flare. If the Play Meter reaches 
zero, the game is over. 


If the flare disappears without being 
caught, it is considered a Miss. 


Successive Catch 


You may successively catch flares of the 
same color. However, flares marked with 
the Catch Mark cannot be caught again. 
Refer to page 15 on catching Wild Flares. 
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Flares of the same color can be caught 
successively. 


Cancel Movement 


Press the ‘X button while the cursor is 
moving across the Guideline towards a 
flare to Cancel the movement. Any 
previously captured flares are not 
affected by the initiated cancellation. 


Release and Dribble 


To release any previously captured flares 
press the A or O button. The released 
flare will remain in the sky longer than 
flares just launched. The technique to 
station flares on the screen longer is 
called a "Dribble." If you want to release 
a flare that cannot be flashed, press 
the © button to release. The wate will 
“Dribble” across the sky giving you 
another opportunity to capture the flare. 


HOW TO PLAY 
Stage Clear 


| 
| 
If one stage is played to completion | 
within a certain time, the stage is cleared. 
When a stage is cleared, the Play Meter 

is partially replenished, and the player 
advances to the next stage. | 


Color of the Flares 


There are four types of colored flares - 
Red, Green, Blue and Wild. The color of 
the flares is indicated with icons on the 
Catch Display and the Next Display. 
Catch 3 flares of the same color or 
more, press the © button to flash. 
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TYPES OF FLARES 
Wild Flares 


The multi-colored flares are known as 
Wild Flares. Wild Flares can be captured 
and used as any one of the colored flares. 
For example, if Red, Wild and Red flares 
are caught, the wild flare changes to red 
and can be flashed. You can catch any 
color flare after catching at least one 
Wild Flare. 


The Wild Flare has to be the third in the 
chain or follow two colored flares in order 
to begin capturing another color flare. 
Example: Red, Red, Wild, Blue... not Red, 
Wild, Blue... 


The Wild Flare can be used as any one ' 
of the colored flares. ih 
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TYPES OF FLARES 
Pyro-Techniques | 


When flares are detonated without having 
first been captured or flashed, it is called 
a "Chain Reaction." 


If a flare of the same color of a flashing 
flare is within a certain range, an explosive 
reaction occurs. The range and time of 
the explosive reaction differs depending on 
the type of flare. 


Wide range 
@ WIDE Negeiiiol | 


LOL LEGO, 


Long explosion 
time. 


Multiple mini ball 
explosions. 


a Special bonus 
: STARMINE explosion. 


Chain 


Successive flashing of flares is called a 
"Chain." A Chain occurs when the interval 
between two flashing flares is within two 
seconds. Explosive reactions are also 
considered part of a Chain. For example, 
if two flares flash as a reaction to three 
red flashing flares, this is recognized as a 
five Chain. 


When there is a flare of the same color 
flashing, it sets off an explosion. 


TYPES OF FLARES 
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Daisy Chain 
When different colored flares are flashed 
simultaneously, this is called a "Daisy 
Chain." If you have captured three or 
more flares and of those, the last flare on 
the Catch Display is a Wild Flare, you can 
then proceed to capture flares of other 
colors. This Daisy Chain creates an 
explosive reaction whereby all of the 
colored flashing flares are ignited. For 
example, if Red, Red, Wild, Blue, Blue 
and Blue are captured and then the three 
Red and three Blue flares are flashed, the 
surrounding uncaptured Red and Blue 
flares are ignited and detonated. In this 
case, you will have successfully detonated 
a two Daisy Chain. 


The Daisy Chain requires more skill and | 
you are therefore rewarded with higher | 
scores than that of a standard Chain. This 

is "a must" if you’re looking to obtain the 


High Score. 


Special Items 


Some of the flashed flares will release 
Special items that when captured and 
flashed, will emit special effects. These 
Special Items have unique properties 
similar to the Wild Flare. It can be 
substituted for any one of the colored 
flares, giving you an opportunity to 
execute a Daisy Chain if the combinations 
are right. Here are the following types of 
items: 


FLARE BALL Same as 


ITEM normal flares 

BONUS Increases scoring 

POINTS multiplication 
Recovers the 

ENERGY UP Play Meter 

STAR ITEM Item for the 
STARMINE 


If the Special Item is released after being 
captured or is hit by an explosive reac- 
tion, it will shoot upwards to the top of 
the screen. If is not flashed within a given | 
time period, it will disappear off of the 
screen. Unlike flares, the Play Meter is 
not affected. 


TYPES OF FLARES 


If Bonus Points are available during a 
Daisy Chain, the flashed flares may 
change their shapes. | 


There are several types of Flare Ball | 
items. (Due to the difference in form | 
when flashed, the design of the mark | 
may differ). | 


STARMINE Gauge 


The STARMINE Gauge lights up each time | 
a Star Item is flashed. When all of the | 
letters are lit, the STARMINE flare can be | 
detonated. If the STARMINE flare is | 
flashed, it is put into motion. The | 
STARMINE flare has the same special | 
qualities as the Wild Flare. It can be used | 
as any of the colored flares and a Daisy | 
Chain is possible, too. | 


hen you enter a STARMINE, large 
quantities of flares are launched and the | 
player has a chance to acquire a high 
score. There is a time limit for the 
STARMINE, and if any flares are missed, 
the remaining time decreases. The time 
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limit, colors and types of flares detonated 
during the STARMINE depend on the 
when it is flashed. During the STARMINE, 
Wild Flares and Special Items do not 
appear and the Energy Meter is not 
affected when you Miss. You can also 
gain more energy in a STARMINE. 


STARMINES with 2 colors get higher 
points than 1 color and 3 colors get 
higher points than 2 colors. 


COLOR AND TYPES OF 
FLARES 


The color and types of flares that are 
simultaneously flashed with the STARMINE 
flare will appear when you enter a 
STARMINE. 


TIME LIMIT 


The time limit is lengthened when 
advanced flashes, such asa large a ae 
number of chains and Daisy Chains ¢ Bt hese 
flashed wie the Sipe flare. 


2-PLAYER RULES 


: : Is 
Flash the STARMINE flare. 


STARMINE is put into motion. 


2-PLAYER RULES 


Objective: The player who flashes 600 
flares first wins. The number of flares 
may be changed. 


ITEMS 


Star: Collect 8 to launch a 
STARMINE flare. 


Move: Widens your playing field. 


Reverse: Switches unflashed fire 
works and playing fields between 
Player 1 and Player 2. 
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2-PLAYER MENU 
OPTION SETTINGS 


OTHER 

The length of time in STARMINE mode 
will become longer if you flash several 
flares including the STARMINE flare 
simultaneously or if you flash another 
STARMINE flare while in STARMINE mode. 


If you enter STARMINE during a bonus 
round, the flash counts will be doubled. 
This is your chance to dominate! 


2-Player Menu Option 
Settings 


Handicap: Use the LEFT/RIGHT 
Directional buttons or Left Analog Stick 
to set the handicap. 


AUTO Handicap: Use LEFT/RIGHT 
Directional buttons or Left Analog Stick 
to set the auto handicap ON/OFF. 


Game Set: Use the LEFT/RIGHT 
Directional buttons or Left Analog aes : 
to set the number of anova flashes. . 


Reset: Press the ® button, to return to 
the default settings. 


REPLAY 


In Replay mode, the replay data saved on a 
MEMORY CARD (8MB) (for PlayStation 2) 
can be played. Enjoy the various ways to 


play. 


Saving the Replay Data 

When a stage is cleared, the Replay data 
blocks can be saved onto the MEMORY 
CARD (8MB) (for PlayStation 2). Up to 12 
Replay data blocks can be saved on the 
MEMORY CARD (8MB) (for PlayStation 2). 


Playing the Replay Data 

Once the data you want to play is selected 
from the Replay Menu, the replay data is 
initiated. Press the SELECT button or 
START button once to toggle between 
Normal Replay Mode and the Pause Sky 
View Mode. 


Normal Replay Mode 
Watch the replay with multiple camera 
angles and apply special effects. 

Change the camera view by pressing the 
O button, X button, A button, 
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O button and Directional buttons. Change 
the weather with the 1 button, toggle 
Map/Chain display with the _-2 button, 
add special effects with the _R1 button, 
toggle the Auto select camera ON/OFF 
and select between Colorful fire and 
Normal fire with the _R2 button. 


Pause Sky View Mode 
Freezes all movement on screen. 


Change camera angles using the 
O button, X button, 4 button, 
QO button and Directional buttons 
(Up, Down, Left and Right). 


Change the weather using the 

_L1_ button, toggle the Auto select 
camera ON/OFF and change from 
Colorful Fire to Normal Fire using 


the _R2_ button. 


Replay Pause Menu 
Select from oaneey Peuees ahone and: 
Return to Replay menu. | 1 a ae 
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LIMITED WARRANTY 


Sony Computer Entertainment America (SCEA) warrants to the 
original purchaser of this SCEA product that this software is free 
from defects in material and workmanship of a period of ninety 
(90) days from the original date of purchase. SCEA agrees for a 
period of ninety (90) days either repair or replace, at its option, 
the SCEA product. You must call 1-800-345-SONY to receive 
instructions to obtain repair/replacement services. 


This warranty shall not be applicable and shall be void if the 
defect in the SCEA product has arisen through abuse, unreason- 
able use, mistreatment or neglect. THIS WARRANTY IS IN LIEU 
OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTA- 
TIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR 
OBLIGATE SCEA. ANY IMPLIED WARRANTIES APPLICABLE TO 
THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MER- 
CHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, 
ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED 
ABOVE. IN NO EVENT WILL SCEA BE LIABLE FOR INCIDENTAL 
OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSIO 
USE OR MALFUNCTION OF THE SCEA SOFTWARE PRODUCT. 
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